Section 1: A critical evaluation of the effectiveness of digital devices used by young children to access media content/support ICT development.

The evolution of technology has created a digital world. The Welsh Government (2018 b) believes that the internet has become central to children and young people's lives providing children with opportunities to socialise, learn, be entertained and even seek support online. Children are being exposed to digital devices from a young age, birth even. According to Arnot et al (2018) children are being exposed to screen-based communication from a young age by being exposed to such things as  video calls from as young as birth. They also state that research demonstrates the competence of young children in using digital media is growing with children showing the ability to swipe on devices such as phones or tablets before their first birthday as well as toddlers being able to access photographs and videos, navigate you tube and complete some age appropriate games. With young children being reduced to digital devices from a young age, more parents are expressing their concerns about digital media and the use of ICT. According to Open Access Government (2019) a study undertaken by ofcom into children's media usage revealed parents' growing concerns with their children's use of the internet. 55% of parents of children aged five to fifteen years do not feel that the benefits of their children being online outweigh the risks which is less than in 2015 when 65% of parents felt this. This would explain the increase in the amount of parents that talk to their children about online safety from 2018 (ofcom 2019). However parents do recognise that we are now living in a digital world and that children are naturally consumed in technology ( Brito et al 2018).
Although parents' concerns are rising the amount of children who have use of digital devices is increasing. According to ofcom (2019) since 2015 more children are likely to go online on such devices as  tablets ,  game consoles and smart tvs as well as mobile phones. With the  ownership of smartphones doubling among children aged between nine and ten years old since 2015, marking an important milestone in children’s digital independence. Equally, Arnot et al (2018) states that research shows that more young children are using smart toys and Io Toys displacing the use of touch screen devices such as tablets. This supports the idea that digital media is constantly changing and adapting. 
With the growing use of digital devices it is important to consider both the benefits and the risks digital devices pose to children and young people’s development . According to Marsh et al (2018) the use of tablets in early years settings can promote creative and playful practice it can also nurture children’s drawing skills and creative thinking through problem solving . This is possible through the support of practitioners in using apps such as film making, music creation, photography and so forth. Digital devices can also be educationally beneficial with the use of educational apps and games as well as being  a useful asset to studying giving children and young people access to research and educational content. As well as this some apps can stimulate children cognitively and children are encouraged to use several senses and motor coordination when using some digital games (Brito et al 2018). However, Marsh et al (2018) stresses that while there are studies that suggest that the use of tablets and apps in the early years is promoting children’s creativity and play there is still however a gap in the knowledge of identifying the types of play and the range of creativity and creative thinking made possible by children’s engagement with certain apps. There are also concerns with children’s use of Smart Toys with Brito et al (2018) arguing that although smart toys and Io Toys are appealing to both children and parents for their educational and entertainment potential there are concerns that the boundaries between formal and informal learning are unclear and there is also the issue that learning will become increasingly individualised. Along with these concerns there is also the risk to privacy that comes with the use of digital devices (Brito et al 2018). Under Article 16 of the UNCRC every child has the right to privacy and children’s privacy should be protected by the law including protection from unlawful attacks that could harm children’s reputation (Unicef 2019). Which with the growing use of digital media and ICT it is important that children are safeguarded whilst online. The Welsh Government created a digital learning platform called hwb which is available to all teachers and learners in Wales with the intentions to support children, young people and teachers by providing them with the tools, resources and guidance to become skilled and knowledgeable creators and active participants in the fast changing digital landscape ( Welsh Government 2018 a). Although parents are becoming more concerned with their children’s safety online the majority of parents feel confident that they know enough to teach their child to stay safe online (ofcom 2019). 
It is suggested that digital Media and ICT is mainly used by children for the purpose of play and entertainment which is supported by ofcom (2019) who note an increase in the amount of children who play online since 2015. This suggests that the way that children play is adapting. Marsh et al (2018) notes that Vygotsky  suggested that play was a leading activity that is important to children’s cognitive development; it leads children to achieve new skills, knowledge and understanding. And with children’s play expanding and adapting to include playing with digital devices and playing online. Vygotsky's theory could be considered with this new type of play. Which could lead to children acquiring new skills and knowledge through the play and enjoyment of apps and games. However, the use of digital devices goes beyond the use of apps and online games. Digital technology is also being used in children’s pretend play with children using mobile phones or computers as a stimulus for their imaginative play and children are seen to find enjoyment with digitally enabled toys within their imaginative play (Marsh et al 2018). As proven by Bandura’s social learning theory children imitate and model behaviour they have learnt through watching others, However, Deaton (2015) believes that Bandura’s social learning theory is even more relevant now in the digital era with the use of social media with people imitation being encouraged, shared and even rewarded . 
Although this suggest that digital media can be beneficial to children's development there are however negative views on children’s use of digital media and in a study carried out by Gillen and Kucirkova (2018) to reduce the often negative view of the use of technology in Early years, they point out that many schools are adopting a protective approach to children’s use of technology  by creating technology-free zones within the settings to counteract the frequent use of technology at home. Their findings also indicated that productive spaces can be created within the setting to provide children with continuous and rich experiences through making connections between children’s home and school technology lives.
To conclude, it would be fair to state that there is no escaping the use of digital devices, ICT or digital media in our daily routines; it is used at school, at home and within the community. Digital devices are constantly adapting and more technology is being introduced through such things as toys and devices. For example Smart toys are becoming an emanant sensation among higher income and tech-savvy families and they are expected to become widespread in the near future and although there isn't much research into the effects smart toys has on children, the research that has been undertaken suggests that there is a need to understand in depth how they are being used by families instead of just analysing the risks that they pose (Brito et al 2018). According to Darling (2007) Bronfenbrenner focused on interrelationships of different processes and at the centre of these processes is the active person that is shaping environments and provoking responses from them then reacting to them. She believes that Bronfenbrenner's ecological system theory demonstrates that each active person will have different responses to different environments and each individual will react differently. Therefore, it could be said that each child will react differently to the digital environment and each child will have different interpretations of it as well as different interests and uses of technology, which support the suggestion that there is a need to better understand how digital devices are being used by families and children. Additionally, with digital media becoming increasingly unavoidable more needs to be done to support and safeguard children, families and practitioners online whilst considering children’s rights. According to Unicef (2019) article 19 children have the right to protection from violence, abuse and neglect. This would also be the case with the use of digital media. Thus making legislation and online safety essential with the growth in digital technology and with the creation of tools such as the hwb created by the Welsh Government there is progress being made. The vision of the hwb stemmed from the belief that the world has become a place where communication and knowledge are typically digital, universal and highly interactive and that the process of learning and teaching must take advantage of what digital technologies offer (Welsh Government 2018 a). In addition to this the Welsh Government (2019) states under the science and technology area of learning and experience that for learners to use technology to its full potential they need to know how they work. And to help them understand how to make informed decisions about the future development and application of technology learners need to understand that there are legal consciences along with social and ethical consequences that come with the use of technology. Therefore digital media and ICT should be embraced and used to its full advantages as safely as possible. 
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Section three: Activity Plan to promote the digital literacy and competence of a group of young children 
	Cynllun Gweithgaredd Sgiliau Llythrennedd Digidol
Activity Plan for Digital Literacy Skills

	Nifer o blant/Number of children: 
	Oed y plant/Age of children:  
	Nifer o oedolion/Number of adults:

	6

	5-7 years old
	 1

	Lleoliad/Location: 
	Amser paratoi/
Preparation time:
	Amser gweithgaredd/Activity time:

	Classroom and outdoor play area.

	10 minutes
	 20- 30 minutes

	Adnoddau/Resources:

	 Laminated cards with QR codes, video from the three little pigs, blue tack, 2 i pads (fully charged), QR reader app, coats, email from mammy pig, class computer.


	Cysylltiadau â deilliannau llythrennedd a cymhwysedd digidol/ Links to digital literacy and competence outcomes: 

	· use digital devices within a controlled environment, time and context, e.g use for a given time limit and specified outcome
· select appropriate software to complete given tasks in order to use text, image, sound, animation and video
· contribute to a whole-class or group online communication, e.g. e-mail or video call
· follow a sequence of steps to solve a problem, e.g. predict and explain what actions are needed to make something happen

	Manylion y gweithgareddau/ Details of the activity:

	Children have been set a task by Mammy pig. Who has sent an email to the class asking the children to help her find the three little pigs who have been taken by the big bad wolf. The wolf has left behind a clue (a QR code).  There are QR codes numbered 1-8 hidden in the classroom and the outdoor area. Each QR code will provide the children with a clue to help them find the next QR code. The clues will be a mixture of riddles, puzzles and maps all themed around the three little pigs. The children will need to work together to solve the clues and find the three little pigs by scanning the QR codes with the iPad camera using the QR code scanner.. The last QR code will be gold and will reveal a  video of the three little pigs thanking the children for finding them and telling them that they have defeated the wolf. The video will ask the children to report back to mammy pig by sending her an email or a video recording. The children will use the class computer to log into their hwb accounts to compose an email/upload a video to send to mammy pig.


	Role of the adult:

	The role of the adult during this activity will be to supervise the children, offering support when needed and engaging in play when invited.
· The adult will need 10 minutes to prepare the activity hiding the QR codes indoors and outdoors in the correct order and place. 
· Adults may need to support children with the use of the app and encourage children to take turns using the QR reader. 
· Adults will need to introduce the email to the children and read aloud, giving the children their first clue
· Adults will need to support the children to log in to their hwb accounts
· Adults will also need to ensure that the i pads are fully charged.


Section four: A critical evaluation of the planned activity in section 

The child led activity plan described in section three of this portfolio was designed to support children’s digital literacy and competence. The activity plan is aimed at children aged between five to seven years old however it could be slightly adapted to be age appropriate for children aged four to five years old but there will need to be additional support from an adult to use the apps required. 
The activity plan makes use of two different digital devices an iPad and a computer Children are asked to use the computer to compose an email on their hwb account after using the i pads to follow a treasure hunt of QR codes by using a QR reader app. 
The activity was planned around the Digital Competence Framework 2008 and also meets curriculum requirements by meeting skills and outcomes across all six areas of learning in the Foundation phase framework. The activity involves children using a QR reader app to scan a QR code in a treasure hunt style activity. The QR codes have been hidden in the outdoor play area. The children scan the code by holding the iPad camera over the QR code. They will then need to  follow the link that appears on screen to complete a task or riddle to find the next code. This will show children’s competence to select appropriate software to complete a task (Welsh Government 2008).
The treasure hunt element of this activity is intended to encourage children’s skills to follow a sequence of steps to solve a problem (Welsh Government 2008). It encourages this skill because children have to follow a sequence of clues to find QR codes in the outside area. Each QR code requires the children to solve a puzzle, riddle or a game on the iPad to reveal the next location of the next code. Children will need to work as part of a small team throughout the activity, this will encourage children to work together, to communicate with each other as well as promote their knowledge and understanding of the world by listening to others ideas (Welsh Government 2015).
Under the Digital Competence Framework children should be given opportunities to  contribute to a group online communication such as an email or a video call (Welsh Government 2008). Children are given an opportunity to do this in the activity described, when asked to conclude the activity by reporting back to Mammy pig and inform her of their success in finding the three little pigs. They can do this by composing a short email or recording a video message for Mammy pig. By giving the option of a video message or an email the activity is inclusive to all abilities. 
The activity makes use of the outdoor area encouraging children’s use of digital devices outside of the classroom and promotes physical activity. According to Bento &Dias (2017) children have a need to be physically active from a young age and with the rise of obesity it is becoming increasingly  important for children to play outdoors. Frobel was a firm believer in children engaging with nature and with the growth of technology less children are playing outdoors. According to Tovey (2017), Frobel believed in play as the leading form of development and rejected the tradition of adult led education. With this in mind it inspired the emergent of outdoor play and digital technology in this activity. Bringing ICT and outdoor play together in the hopes that digital technology will encourage some children to participate more in outdoor play and physical activity. 
The activity is designed to be inclusive and it can be adapted for children with a range of abilities and needs. Whilst also being adaptive to themes and occasions. The activity on this occasion was planned for a Fairy tale theme, by incorporating the three little pigs into the activity and centred the activity around the theme. This could be adapted to meet a variety of different themes by changing the characters and having relevant clues and puzzles. By working in a small group children are able to support each other and work off each other's strengths to complete the activity. Although the activity can be adapted to meet a range of needs, it is a very visual activity and will need to be adapted significantly for a child who is visually impaired.
Although the activity encourages and meets a range of skills and outcomes through the foundation phase and the digital competence framework there are a few areas of the activity that could be improved to ensure the activity is fully supporting children’s digital literacy and competence whilst remaining inclusive and a child led activity. The activity could be seen to be lengthy therefore to rectify this when planning in the future it may be beneficial to separate the activity into two separate activities. This would be possible by having the reply email to Mammy pig used as a follow on activity. This would allow children more type to compose an email and thus further develop their language and literacy skills as well as their digital literacy skills. Meeting such outcomes as using ordering words such as  first, next, then, lastly and selecting letters and words to compose writing on screen (Welsh Government 2015). 
As already mentioned in this critical evaluation there could be improvements made to how inclusive this activity is. Therefore more consideration is needed to ensure all children are able to participate in this activity. However , although teachers' attitudes are crucial to guiding inclusive practice teachers also require support through access to appropriate resources.
Taking into consideration the relevant links made through the activity to the digital competence framework as well as the foundation phase framework the planned activity could be successful in supporting children's digital literacy as well as their digital competence, there are however changes that could be made to ensure that the activity is inclusive and adaptable to meet all children’s needs. 
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stranger.

Accepting emails, messages or
opening files from people you don't know
can lead to problems.

Not everything you see online is
true or someone could be lying about who
they are.

L Tell your parents or a trusted adult if
You see something that makes you
uncomfortable online or if you or someane
you know is being bullied online.

Cyberbullying

With the increase use of of digital technology.
children are at risk of witnessing or experiencing
cyberbullying. According to a report by Children's
Commissioner for Wales (2019) it is very rare that
online bullying remains online it appears that it is
continuous and there is a link between online and
offline bullying, There is no end to t, and therefore
itis of the utmost importance that parents,
teachers and children work together to build a safer
online environment for children.
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Useful links:
Net Aware- has useful information for parents to keep children
safe online and also has fun activites that chidren and
parents can do together online: hitps:/Awww.net-aware.org.uk/
i iatrics- Here you can create a

family media plan and also calculate media usage:
hitps:/iwww healthychildren.org/English/media/Pages/defauit.a
Spx
'CEOP KS1 Film- Youtube video for chidren age 5-7 years
‘explaining online safety:

siliwwi fwatch?v=-nMUbHUfO!
‘Safer Internet Centre UK- Find useful advise and information
to keep children safe online:

s:llwww saferinternet org uk/about
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There has been an increase in the use of digital devices over the last decade. Children are using digital devices both at home and at school. According
to Open Access Government (2018) the adoption of smartphones and tablets inside and outside of the classroom have mad learning more engaging
and interactive. However, with the increased usage of digital media and devices it has become increasingly important that children are safeguarded
and supported in this ‘digital world: This leaflet wil provide parents with the information and guidance to support and safeguard their child.

Preparing Children for the future
We live in a digital world and many jobs now require applicants to have
experience and confidence using digital devicesftechnology. Therefore itis
important that we guide children and prepare chidren for their future in a digital
world. The Welsh Govermment (2020) have included technology as one of their
six areas of leaming and experience, it is also used as a skill across the
curriculum. They state that all teachers across all subjects must support young
people learn digital skills so that children and young people are able to leam
and understand how technology works and are able to use a variety of digital
devices such as computers, smartphones and tablets.

The Welsh goverment Created a platiorm for digital learning called hwb to
improve educational standards and prepare learners for life and careers and
support the welsh economy through digtal learing and preparing them for the
digital world( Welsh Government 2018 a).

Online games
According to NSPCC (2021) the benefits and risks to children playing

online games are:
. Benefits Risks.

o Theyarea greatwayto o Online bullying
relax ©  Ingame purchases
o Awaytosocialise with o Talking/Meeting
friends people they don't
*  Theyare entertaining and know
fun ®  Inappropriate
*  Some games encourage content

players to go outside.
Online games could pose a higher risk to children than social
networking sites. Social networking sites usually require a friend
request and provide more information such as common friends,
photos, name etc. Where as online gaming profiles have little or
o information about other players and therefore children do not
know who they are connecting with(UNICEF 2012).
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Use Firewalls sites and content, disable certain apps, restrict in app purchases and 2021)
According to an ofcom report (2019) 9 | monitor activity (Childnet Intemational (2018).
out of 10 parents set rules for what
their child can participate in online and
54% of parents said that they
supervise their child whilst online this Screen Time
has increased from 49% of parentsin || Although there are some concerns with
2018. Adigital privacy expert believes || children spending too much time in front of a
that with the rising number of young screen, NSPCC (2021) believe that it is more
children using electronic devices the || important to understand what children are
risk of cyber attacks, offensive content || doing online rather than setting limits on their
and cyberbulying is becoming more || total screen time. Therefore taking to children
likely therefore parents should start and monitoring their online usage should be.
educating their children with digital the main priority. However it s also important
safety as early as possible and that children's ifestyles do not revolve around
parents should become more aware of || digital technology, there should be a healthy
their children's online activities (Open || balance between screen time with offine
Access Government 2019) activities (Welsh Government 2020).





